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Drill_HighTech_b001 


TYPE: BB 

DATE: 

OWNER: Ewoud 
ENV: 

ART BUDGETS 

Triangles: 

Textures: 

UV: 

Shaders: 
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Nlzone 


Shadowfall 


14000 individual assets 
Almost all outsourced 
25000 days of outsourcing 
Over 1 00 artists at several vendors 


Our core business is making games, not assets 
Asset art production is seasonal 
Playing to our strengths 
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Set_Dressing_Vekta_ISA_Train_Cockpit_b001 


TYPE Building Block 

OATE 

OWNER Maarten Kaen, CwouJ 
ENV 


Tartutaa 











Ref do not model 


Sony Computer 
Entertainment Europe 


Set_Dressing_Vekta_ISA_Train_Cockpit_b001 


TYPE: 

DATE: 

OWNER 

ENV 


Building Block 


Maarten, Koen, Ewoud 


ART BUDGETS 

Triangles: 

Textures: 

UV: 

Shaders. 


| inter** depot 0 5m 

Do not texture mo advertisement mages 
instead apply a txack high gloss material For 
a complete description of matenals refer to 
T ram_Section_8003_000 1 and Tram_Section_B003_ 


For reference of wndow tnm please refer to 
T ranSectKxi _B00 1 _C00 1 and Traln_S«»on_B001_C002 


Refer to topview of Tram_Section_b001 < _C001 for general ref 
of material and deposition of dirt. 


Example of a possible 
configuration 


For outsource asset creaoon apply glass 
core shader 


material rer high gloss pant on sightly 
mperteci sheelmelal todywoiv. 


TremlSecaon_bC02_C003 
IT ram.Sectton _bOD2_CO0 1 
T rain_Section_b001_C003 
r ran_Section_bOO 1 _C002 


|Train_Sechon_ bOOl _CO0 1 


C002 


Base C002 on C001 , also mctude intenor in the same way as m C001 
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Pros and Cons 


Pros 

■ Look development in parallel with 
level design 

Very high quality assets 

■ Flexible workforce 



Cons 

Environments longer in mockup 
phase 

■ Underuse of assets 

■ Requires lots of concept artists 

■ Inflexibility due to volume 




Lessons learned 


Lack of quality is usually your own fault 

Vendors have very skilled artists when it comes to execution 

■ But you cannot expect vendors to do your visual design or art direction 

■ Preparation is key 
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Complete, accurate but si 


No room for interpretation 
Avoid redundant info 
Avoid (localized) text 





example of outdoor use 






Sony Computer 
Entertainment Europe 






For internal use only 


Basefile: 
Locale: 
Vis artist: 


//depot/HRZ/NIP/Assets/work_files/Models/Building_Blocks/Nora/Roof/base/Roof_b012.mb 
Nora \ Mm 

Alanay Cekic \ / 


C002 

(BOTTOM VIEW) 


Component overview 


IZE VARIETY 
















A large outsource track is 
unwieldy 


Takes time to ramp up 

■ Hard to change coarse 

■ Once going, it needs to be fed 







Outsource pipelines are longer than they appear 


Style Guide 

Briefs 

Touchups 

Outsourcing 

Integration 


2 months 
1 month/batch 

1 week/batch 

2 months 

1 or 2 weeks 



Total 


6 months 






Style Guides 


Level Design 
Mockup 


- 


High Level 
Visual Design 




Outsource 
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Outsource 

Process 


Polish and 
Integration 

7H 


Final Art 







Comprehensive style guides 


■ More important with new IP 

■ IP less understood within studio 

Multiple disciplines involved 

■ Concept design 

■ Narrative design 

■ Game design 

■ Split ideation from production 

Explore ideas during creation of style guide 
Style guide sacred during production 


Anthropology 

Culture and history 
Natural environment 
Symbolism and art 

■ Believes and religion 

■ Manufacturing techniques and materials 

■ Etc... 
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Speed-models 


For briefing of overall shape and dimensions 
Environment artists can start building environments 

■ Environment artists can influence assets 

■ Performance and budgets. 

Hopefully reduces waste 
Potential bottleneck 




Lessons learned 

Lack of quality is usually your own fault 

Briefs need to be complete, accurate but simple 

A large outsource track is unwieldy 

A large concept team is required 

Outsource pipelines are longer than they appear 

Comprehensive style guides split high level ideation from production 

Speed-models help both in-house environment art and outsource briefing 



















